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ABSTRACT

In games and films, the most highlighted fields in entertainment industry, those special effects such as
flame, explosion, smoke, liquid, snow, rain and dust are generated through the particle system.

Special effects can be expressed realistically by the particle system API that is a graphic library of high
level in game and virtual reality. When developers apply the particle system API in applications, they must
exchange parameters repeatedly and compile source codes until special effects that they want are expressed,
and It takes much time until the minute control that have relations between each parameters.

This paper develops a particle system API usable in on-line game and real-time virtual reality and
presents particle system editor that can see and create special effect easily through attributes adjustment such
as position, velocity, color, transparency, size, age, the secondary position, the second velocity etc.
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Graphic Card :

OpenGL, Visual C++ Geforce FX5600
2GAA - CPU ;.

Windows XP Professional| Pentium4 2.6Ghz
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void Waterfall(bool first_time = true)
{pVelocityD(PDBlob, 0.1, 0, 0.1, 0.004);
pColorD(1.0, PDLine, 0.8, 0.9, 1.0, 1.0, 1.0, 1.0);
pSize(1.5);

pStartingAge(0);

if(first_time)
{action_handle = pGenActionLists(1);
pNew ActionList(action_handle); }
pCopyVertexB(false, true);
pSource(50, PDPoint, -4, 0, 6);
pGravity(0.0, 0.0, -0.01);
pKillOId(250);
pBounce(0, 0.01, 0, PDSphere, -1, 0, 4, 1);
pBounce(0, 0.01, 0, PDSphere, -2.5, 0, 2, 1);
pBounce(0, 0.01, 0, PDSphere, 0.7, -0.5, 2, 1);
pBounce(-0.01, 0.35, 0, PDPlane, 0,0,0, 0,0,1);
Move();
f(first_time)
pEndActionList(); }
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